ARTIST STATEMENT - JIAYT LIU

As a new media artist, | open up virtual environments which invite audiences to
immerse, to perform a role, and to reimagine the potential of reality. Based on the
notion of world-building, each work is an event complete with its own set of
embedded rules. My work is also about your interpretation of those rules,
although it is a product of my insights. | am interested in how technology helps
evoke a sense of presence within these simulated scenarios; it reflects back to us
the role we are acting within the system in reality while conveying a signal that
things can and shall be different.

Using computational technologies to construct a temporary world, | go from my
experience to explore a variety of topics, including the housing crisis, state
power, loss of faith within the fluid modernity, anthropocentrism. Despite the
topics varying, my practice is fueled by self-reflection and research about how
personal standpoint fluctuates under the unspoken rules structured by
technology, mainstream ideology, and traditions. The inner feelings of alienation,
distrust, fleeting pleasure, and marginalization lead me to further investigate how
people might try to align with a larger dynamic system while enduring
psychological distress. | consider the virtual environment as a liminal space
being witnessed, where intimate emotions entangle with political, social, or ethical
values.

| employ multidisciplinary approaches (3D animation, Creative Coding, Artificial
Intelligence, etc.) to explore "touching the rules" as a means of empowerment. By
reversing cause and effect and distorting the relationships of objects in virtual
reality, the process of perceiving, establishing, or changing rules brings about
healing, empathy, and exploration of personal values. | encapsulate certain
emotions within a world created using a game engine, where those fleeting
thoughts find their home, perpetually cycling according to certain rules.
Additionally, some of my works derive their meaning from audience participation
in collectively following or shaping the rules. | collaborate with emerging
technologies to immerse audiences in simulated scenarios, where they can
experience and understand the similarities and differences in people's positions
within the system.

| continuously attempt to construct trusting spaces, where emotions, societal
norms, and individual perspectives coalesce and diverge. In these liminal worlds,
attention is given to the real faces of those who, within the social system, are
treated merely as cogs, removing their masks. Here, we re-establish connections
and influence the rules of reality through reaching a consensus.
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